












































































































Appendix F: Role Playing Terms 

HITPOINTS/DAMAGEPOINTS (HP/ 
DP): Whenever an attack is successful and 
the blow is not parried, it hits the target for 
damage. The amount of damage depends 
on the weapon used and is measured in hit 
points. Any protection, like armor, is 
subtracted from the hit points, leaving 
only the actual damage penetrating the 
armor. These points are ultimately sub­
tracted from the wounded's life points. 

LEVEL: The experience a character gath­
ers is expressed in levels. 

LIFE POINTS (LP): The sum of life 
points determines vitality. The average 
character starts the game with 30 life 
points. Magicians;Magiciennes possess 25 
LPanddwarves40LP. Wheneverachar­
acter is wounded, he or she loses life points. 
Should the life points be lowered to 5, the 
character loses consciousness. He or she 
dies if the LP reach 0. Life points are 
increased on reaching a new level. LP can 
be regained through sleep or healing. 

MAGIC RESISTANCE (MR): Every liv­
ing being has a certain chance to resist a 
spell directed against it. With intelligent 
beings, this magic resistance is influenced 
by courage, wisdom, superstition and ex­
perience level. 

NON-PLAYER CHARACTER (NPC) : 
Inhabitants of the fantasy world of Arka­
nia who are controlled by the game master 
(or the computer). They are used as chance 
encounters, opponents, or acquaintances 
who can be a valuable addition to the 
team, for varying amounts of time. 
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PARRY (PA) : A protective combat ma­
neuver. The parry value has a range from 
0 to 20 points and measures the ability to 
parry an attack. 

SKILLS: Skills add detail to a character's 
personality profile. In contrast to his or her 
attributes, skills can be learned and im­
proved. They give a precise indication of 
a character's abilities. All skills are grouped 
into combat, nature, body, social, lore, 
craftsmanship and intuition skills. For more 
information see Appendix B: Skills. 

SPELLS: Magic comes in handy to cure 
your characters, aid them in their adven­
ture and to vanquish creatures bent on 
your destruction. Magicians;Magiciennes, 
Elves, Druids/Druidesses, and Warlocks/ 
Witches can use up to 84 different spells 
in Realms. These are grouped into various 
arcane lores. How well a character knows 
a certain spell is expressed by a spell value 
ranging from a -20to a+18. (For more 
information, see the Arcane Lore section 
of this manual.) 

Appendix Cj: Arkanian Terms q_ • 

AL'ANF A: A city state at the shores of the 
southern ocean, surviving mainly from the 
slave trade. The traditional enemy ofThor­
walians. 

ARKANIA: One of the continents on 
Dere, the world of Realms of Arkania. 
Arkania is a bit smaller than Europe, 
measuring about3000 miles from the most 
northern to the most southern coastline, 
and about 1900 miles across at its widest 
point. 

CALENDAR: The Arkanian year has 
365 days of 24 hours each. There are 
twelve months, each with 30 days, bearing 
the names of the Twelve Gods. There are 
also five days, the dark days, that bear no 
name as the Nameless God bears none. 
The first month of the year is Praios. It is 
roughly equivalent to July. During the 
winter months of Boron, Hesinde, Firun, 
and Tsa, much of Arkania is covered in 
snow, making travel difficult. The five 
days between the 30th ofRahja and the 1st 
of Praios are called "the days without a 
name," and are considered cursed. Years 
are generally counted by the reign of the 
emperor governing the Central Empire. 
Anothercommoncountingmethodcomes 
from the fallofBosparan. At the start of the 
game, it is the 15th year in the reign of 
emperor Hal and year 1009 after the Fall 
ofBosparan. 

CENTRAL EMPIRE: An empire in the 
middle of Arkania, covering about one 
third of the continent. At the moment, the 
capital of Gareth is the seat of His Divine 
Magnificence, Emperor Hal I of Gareth. 

CURRENCY: The various Arkanian na­
tions mint their own coins, of course, but 
most currencies confirm to the standard of 
the Central Empire. The largest coin is the 
gold ducat (D), worth 10 silver crowns 
(C). Each crown is worth 10 copper bits 
(B). 

GARETH: With more than 100,000 in­
habitants, this is the largest city in Arka­
nia. It is also the capital of the Central 
Empire, the largestArkaniannation. Thor­
walians consider all inhabitants of Gareth 
snobbish courtiers and arrogant fops. 

GULFOFPREM:AgulfbetweenThorwal 
and Prem. The center of the Thorwal 
region, as far as settlement and ship traffic 
are concerned. There are five islands situ­
ated within the gulf, the two biggest being 
Hjalland and Runin. 

HJALDING GULF: A gulf to the north 
of the Hjaldor range, protected from the 
open sea in the west by the Overthorn 
headland and the island ofManrek. The 
coast of the Hjalding Gulf is one of the 
most important areas ofThorwaliansettle­
ment, second only to the Gulf the Prem. 

HJALDORRANGE: The Hjaldor range 
forms the back of the peninsula between 
the Hj aiding Gulf and the Gulf of Prem. 

HJALLAND: An island in the Gulf of 
Prem. The only settlement on the island is 
the village ofLjasdahl. 

MANREK: An island approximately 40 
miles long and 15 miles across, to the west 
of the Hjalding Gulf. Settlements are the 
villages ofManrin and Brendhil. 
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NOSTRIA: A small, impoverished king­
dom to the south ofThorwal, constantly 
at war with the neighboring state of 
Andergast. 

ORCISH LANDS/ORC SKULL 
STEPPES: A high plateau covered with 
plains to the east of the Thorwal region. It 
is the home of the ores. The countryside is 
dominated by low, bleak hills and a cover 
of light green grasses, with small copses of 
birch trees here and there. Along the Bodir 
River Valley ruins bear witness to failed 
human attempts at settlement. Rumor has 
it that a number of orcish tribes are assem­
bling on the Ore Skull Steppes to march on 
Thorwal. 

PHEXCAER: A town of 1100 at the 
banks of the Bodir River, situated smack 
in the middle of the OrcishLands. Phexcaer 
is dedicated to the God of Thieves and 
probably harbors more of them than any 
other town in Arkania. 

PREM: Situated in a coastal valley and 
almost unconquerable by land, Prem is the 
guardian of the gulf named for the town. 
The 2350 inhabitants are quite as mixed 
as the architecture present - here you can 
find any kind ofbuilding, from a long house 
raised on stilts to a round tower built from 
rocks. Prem is famous for the large hall 
above the town, the Free Combat School, 
and its Premian Brandy, a very high proof 
concoction also known as "fire," possibly 
because it bums with a red flame if set 
alight. 

RUNIN: An island 20 miles long and a 
good 10 miles across in the Gulf of Prem 
with no large settlements. 

100 

SEA OF SEVEN WINDS: The vast west­
ern ocean parting Arkania and the legend­
ary Golden Coast beyond. Only the most 
adventurous of sailors have dared try to 
cross the Sea of Seven Winds, and very few 
of them have ever returned. 

STONY OAK FOREST: The Stony Oak 
Forest marks the southern boundary of the 
OrcishLands. The giant, gnarly trees grow­
ing there give the place a dark and eerie 
atmosphere. Nevertheless, woodcutters 
enter the area time and again, as the tough 
wood of these stony oaks is excellent 
house- and ship-building material. 

THORW AL: A region and town on the 
northwestern coast of Arkania, between 
the lngval and Gjalska rivers, bordered in 
the east by the mountains of the Orcish 
Lands. The "Home of Dragonships" is 
considered a rough area, and its inhabit­
ants are the.stuffoflegends. The towering 
Thorwalians are famous for their skill as 
sailors, but at the same time feared for their 
combat skills and love offighting. The Free 
City ofThorwal ( 67 50 inhabitants) is the 
largest settlement of the region and the 
pride ofThorwalians. This is a place where 
men and women drink ale from barrels and 
chug brandy from tankards. 

TWELVE GODS: Most inhabitants of 
Arkania worship a pantheon of twelve 
deities in constant conflict with their op­
ponent, the God Without A Name. For 
more information see Appendix C. 

WEIGHTS AND MEASURES: Dis­
tances are measured in spans, paces and 
miles. These are Arkanian measurements 
not consistent with imperial measurements 
of the same name. 1 span equals 20 cm, 1 
pace equals 1 m, 1 mile equals 1 km. 
Weights are given in oz. (25 g) or stones ( 1 
kg) . 

Appendix H: Customer Service 

In United States and Canada 

See inside front cover for support phone numbers 
and hours of operation 

q_ • ~· 

As you play Realms of Arkania and read its manual, you may think of ways we We 
can improve our products. If you do, we want to hear from you. It's no secret that Appreciate 
we're out to beat the fur leggings off other computer games, and with your help Your 
and ideas, we can. Send your comments, compliments, criticisms and suggestions Comments 

to: 

Product Development 
Sir-tech Software, Inc. 

P.O.Box245 
Ogdensburg, NY 13669 

If your game isn't working as you would expect it to, feel free to call us at (315) Technical 
393-6644 (sorry, no game hints ... tech support people don't play the game, so Support • 
they'd just be making it up anyway). Technical Support lines are open Monday Available 5 
through Friday, 9 a.m. to 5 p.m. (except holidays). You may also write to us. days a week 

Technical Support 
Sir-tech Software, Inc. 

P.O.Box245 
Ogdensburg, NY 13669 

When you call or write, please have ready your computer make, amount of 
memory and extended or expanded memory. Additionally, please inform us if 
your computer has any special start-up programs or memory resident programs. 
For the fastest service, be at your computer and have your computer on. 

Getting a busy signal when you dial us? When a game is first released, that's not Contacting 
uncommon- lots of people are trying to get through. You may call (315) 393-6633 the Hotline 
during the hours printed on the inside front cover of the manual, or you may write 
to us. We have someone waiting to answer your letter. 

Hints Hotline 
Sir-tech Software, Inc. 

P.O.Box245 
Ogdensburg, NY 13669 

101 



Appendix H: Customer Service 

In United States and Canada 

Contacting For on-line support of Realms of Arkania and other Sir-tech Products via 
Us On CompuServe, contact us in the Game Publishers B Forum (GO GAMBPUB) . 

CompuServe Our CompuServe ID number is 7 6711,33. You may also join your fellow gamers 
in the Gamers Forum (GO GAMERS). By joining CompuServe and the Game 
Publishers Forums, you can get the latest product updates, read new product 
announcements and download demos of upcoming Sir-tech games. If you are 
not already a memberof CompuServe, call (800) 524-3388 and ask for represen­
tative 451 to get your free introductory membership and $15.00 on-line usage 
credit. Sir-tech neither endorses nor implies an endorsement of any on-line 
information service. 

Repairs - If your disk has become unreadable within 30 days of purchase, return it with a 
24-Hour dated, original receipt to Sir-tech Software, Inc. for a free replacement. After 

Turnaround 30 days, enclose $10.00 to cover costs of media restoration or replacement plus 
$2.50 to cover shipping and handling. (NY residents, please add 7% sales tax to 
the total of repair and shipping.) Prices are subject to change without notice. 
Please include the following information in your package. Failure to do so could 
delay processing time: 

Updates -
24-Hour 

Turnaround 

Original master diskettes 
Warranty card (if not already sent to us) 
Letter explaining problem and computer configuration 
For free replacements within 30 days, original and dated sales receipt 
(it will be returned to you). 
Forreplacements after 30 days, $10.00 repair charge plus $2.50 shipping 
handling fee and tax if applicable. 

Please call ahead to determine availability 
Product updates from Sir-tech are available for $15 .00 for media update plus $2.50 
to cover shipping and handling (NY residents, please add 7% sales tax to total of 
update and shipping). Prices are subject to change without notice. Please include 
the following in your package. Failure to do so could delay processing time: 

Original master diskettes 
Warranty card (if not already sent to us) 
Letter requesting the update including computer configuration re­
quired 
$15 .00 update fee plus $2.50 shipping handling fee and tax if applicable. 
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Appendix H: Customer Service 

In United States and Canada 

Please return your warranty registration card. Doing so will guarantee you the For the 
fastest possible repair or replacement of a damaged diskette. We'll also be able Best Service 
to let you know about upcoming and newly released Sir-tech products ... so you 
can share in the fun. 
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Appendix I: Hints & Tips 

1. Read Gerbod's Diary - there's a host ofinfo aboutlife in Arkania there and 
some useful tourist tips about places to visit in Thorwal. 

2. When creating your party, as in most fantasy role-playing games, strive for 
balance and diversity. 

You will want at least a couple of characters with good fighting skills, and 
a couple different types of magic users to cover a broader range of spells. 
Magicians and Magiciennes offer a couple unique abilities making them 
very desirable (don't forget about their wands). Another really useful 
character is one that can use missile weapons; Hunters are the most obvious 
choice, but don't ignore the Elves. Dwarves provide good fighting talent 
(and also tend to bring funds with them when they join your party). 

Plan ahead so that you have characters proficient in the key skill categories; 
survival in wilderness; perception in dungeons, herb lore and alchemy; 
haggling in shops; travel through towns and on ships, just to name a few. And, 
make sure the leader of your party possesses the appropriate skills for the area 
you're traveling in. 

3. The first thing on your agenda should be to gain some experience to build 
your characters. Master Dramosch can really use your help . .. 

4. Outfit your characters to the best of your ability. Don't hold back when 
buying armor and weapons, but do try to outfit as many characters as possible. 
Try to cover as many "body parts" as possible. (A bullet-proof vest is great, 
but your bare feet may give the opponent the opening he needs.) 

5. It's also a really good idea to focus some attention on potions and herbs. Read 
carefully what some of the herbs can do, and whether they can be eaten raw. 
Healing potions are a virtual requirement for any well supplied adventurer. 
If you have them ready in your characters left hand, they can be used in an 
instant, even in the thick of battle. 

6. Poison and a magician's wand is a marriage made in heaven. 

7. When traveling, be brave and try everything. Take options to try things 
when given the chance to do so. It may not always work to your favor, but 
you never know what you may find (you are adventurers after all). If you 
save your game as often as possible, this curiosity may not kill the cat. 

8. Explore the towns, even the "residences" where possible. If you get caught 
. breaking into people's houses though, you're going to jail (do not pass Go, 

Appendix I: Hints & Tips 

do not collect $200) . 

9. Talk to people, get on their good side, and get the inside scoop on Arkania. 

10. Plan out your combat approach. Where you position your characters can 
mean life or death. A useful tactic can be to tie up an opponent in hand­
to-hand combat with a strong fighting character (Thorwalian, Warrior, 
Dwarf) while you pelt him from afar with a character using missiles. Try to 
take the opponent out of the action with a Lightning or Somnigravis spell 
which eliminates their ability to attack. 

The Inside Story 
For the Novice Player or Seasoned Veteran 

Realms of Arkania 
Clue Book 

Everything you ever wanted to know about Blade of Destiny is 
detailed in this comprehensive Clue Book. Strategies to get you 
started, hints and tips to keep you going, and inside info to help 

you in your travels through the mysterious land of Arkania. 

•Maps 
• Monster Descriptions 

•Items Listing 
• Non-Player Character Profiles 

&More! 

$19.95 

Call (800)44 7-1230 to orderor 
Visit your local retailer! 

(price subject to change without notice) 
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Special Clue Book PreviewJ 
Here's a sample of what's coming in the Realms of Arkania Clue Book. If you 

want to make sure you've covered all the bases, or if you're having trouble getting started, 
then this section is for you. 

Read no further if you want to find out 
everything for yourself. 

In the beginning of the game, your characters should use their time in Thorwal 
to equip themselves with better items, get a feel for the merchants and generally explore 
the town. The better supplied merchants include the arms merchant Grollo ( # 26), the 
merchant Stoerrebrandt-Grassberg ( #33), and Minna Musporeiken's herb shop ( # 35) 
across from the Temple of Peraine (#41) . Use your nights resting in the Inns to build 
a Magician's or Magicienne's wand spells. 

Spend some time talking to the barkeeps and patrons of the town's local taverns. 
In addition to general gossip, you will soon hear an important announcement from the 
Hetman ( #46) and his quest to find a few good heroes. Go on over to see him, volunteer 
and ask about payment. You'll receive a writ that allows you entrance into the Armory 
( # 4 2). He may also refer you to your first contact for information; Isleif Olgardsson in 
Felsteyn. Don't bother going to see the Hetman until you hear his announcement, 
though, because he won't know what you're talking about. 

Be sure to visit the "Four Winds" tavern (#38). If you hang around long 
enough, you'll hear a fascinating tale about a ghost ship. This information will be 
important when it comes time to solve the final mystery of the ship. 

After getting a feel for the town, some supplies and some info, the next wise 
step is to venture into the first dungeon so your characters can gain some much needed 
experience. You can gain entrance to the Old Fortress ( #40) by firmly stating to the 
guards that you're there to see Master Dramosch. He'll tell you of his troubles and ask 
your help. 

Before venturing down into the dungeon be sure to check out your supplies. 
A wise adventurer has (in addition to decent armor) two sets oflockpicks, healing potions 
and loneberries for a least a few, if not all, characters in the party. Once down on the 
2nd level, things can get tough. It's a good move to exit the dungeon every so often, head 
over to a Temple to save your game, and, if needed, gain some shut-eye and restoration 
at one of the Inns. 

After you have some experience under your belt, it's time to begin chasing 
down your contacts to start getting some information. Head over to Felsteyn and talk 
to IsleifOlgardsson. After this, depending on the exact information you uncover, you 
can probably choose to follow a variety ofleads. 
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For more information on all of the contacts, crevices and 
creatures in Arkania, look for the 

Realms of Arkania Clue Book .. Now Available! 

Thorwal 

Thorwal is the Hjalding capital city, and one of Arkania's most important port cities. 
With over 7000 inhabitants, Thorwal is also one of Arkania's largest cities. Here your 
party can find almost eveything they could wish for ... if they take the time look and 
haggle for it. New games begin at #20. 

.. ... . '•'. 9 

. . ..... .. 27 

.. ....... 50 

1. Caught and Captured ...... .... .... Inn 
2. RedMorrow .......... ...... ....... Tavern 
3· Lost Bit .... .. ... ..... .... ...... ..... .. Tavern 
4· Perainidan Bulker ...... .... ..... Healer 

5. T. Garaldsson Ill ... .... ...... Chandler 
6. Gurthag ................... .... ....... .. Smith 
7. OlverjaEgilsdotter ................ Smith 
8. Golden Eel ................................ Inn 
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Thorwal 
Index 

Acrobatics ......... ......... ........................................... 45 
Acrophobia ........ .... .................... ............................ 17 

Character, Poisoning ............ ................. .............. 32 
Character, Saving ................. .... ... .. ............... .. ..... 24 

9. Uppo of Alderhusen ...... . Chandler 34. Steep Stairs .. ....................... Tavern 

10. Herzach the Bloody ...... ........ Smith 35. MinnaMusporeiken .. .. .. .. Herbalist 

Add Character ............. .. ...... ..... ..... ..................... . 2fJ 
Adjust Performance .... ....... .. ...... ....... ..... .... ....... ... 37 
Advanced Game .......... ...... .. ................. ... ....... 12, 20 

Character, Sickness .... ...... ................... .. ............. 32 
Charging a Wand ............ .... ..... ...... ............. ... ... .. 76 
Charisma . ............. .... .. .. ..... ........ . .. .... .... ................ 16 

11. Fjolnir Phexgnade .. ........ Chandler 36. Magic Mirror .. .. .......... ......... Tavern 
12. Liskolf the Soft .... Weapons/ Armor 37. Morissa's ................ .... .. Inn/Tavern 
13. Andra of the Bodir ...... ........ Healer 38. Four Winds .. .. .......... .. .. Inn/Tavern 

Agility ............... ... .................................... ............. 16 
AR ... ...................................................................... 30 
Arcane Lore .... ..... ..................................... .. .......... 66 
Arcane Lore, Choosing .............................. .......... 19 

Cheat ..... ... ........ .................... .............. .... .......... ... 45 
Check Values .............. ............... .................. ....... 64 
Chest, Open ............... ... ...... .. ................... ........... 49 
Choose Archetype ...... .... .................... ... ......... 15, 19 

14. Sword and Sorcery .. .... Inn/Tavern 39. Stormy Rock Cellar .. .. .... .... Tavern 
15. Temple of Swafuir .. .... ....... Temple 40. Fortress Entrance/Old Ugdalf 

Archetype .. .... ............ ... .. .... ........ ..... ................. ... . 20 
Archetype, Choosing ....... ..... ... ...... .. .. .. ... ... ... . 15, 19 
Archetype, Determining .. .... ...... .................... .. .... 14 

Choosing a Portrait .... ...... .... .. .... .. .. .............. .. .... . 19 
Choosing Arcane Lore .. .... ...... ... ..... .. .... .. .. .. ......... 19 
Close Door, Dungeon ....... .. ............... ...... ....... ..... 48 

16. Brin Kaerben .. .......... ...... Chandler 41. Temple of Peraine 
17. Drunken Emperor .. .... .... .... Tavern 42. Armory 

Archetype, Listing ...... ..... .... ....... .... .............. ... .... 00 
Archetype, Not Qualifying .............. ................ .... 17 
Archetype, Selecting ............ ........ .............. ......... 17 

Combat Area ................ ... .. ................... ............ .... 61 
Combat Movement ...... ... ......... ... ... ................ ...... 60 
Combat Options ............ ...................... ... ............. 62 

18. Temple ofTsa .... .... .... ....... Temple 43. Academy of Magic 
19. The Randy Boar .... ...... ...... . Tavern 44. Wharf 
20. Temple ofTravia ... .... ...... .. Temple 45. Tower of Dark Grey Basalt 
21. Last Hero .... .. .. ...... ...... ...... .. Tavern 46. Hetman's Ottoskin 
22. Dragonship .. .... .. ...... ...... ..... Tavern 47. Iron Yard 

Armor Class ..... ............. .. .. ..... ...... .... ... .................. 30 
Armor, Fixing ............... .. ....... ........ ........ .... ..... .. .... 47 
Ask for Miracle .... ............ .. .............. .............. ...... 27 
Astral Points .. ................................... .. ............ 20, 35 
Attack .. ... ............. ....................... ...... .... ... .. ... ..... .. 62 
ATiack Values ...... ...... ..... ........ .......... ...... ..... 22,33 
ATiack Values, Changing .. ... ... ................ ... ...... 22 

Combat Screen ................ .............. ....... .. ............. 60 
Combat Skills ........... .. .................... ..... ... ....... ...... 87 
Combat, Targeted Opponent ........ ......... ...... .... ... 61 
Combat, Active Character ........................ ....... .. . 61 
Combat, Damage .. .................. ........ ..................... 61 
Combat, Fighting Order .... .... .................... ......... 59 
Combat, Getting Hit .... ................. ..... .... ............. 59 

23. Boisterous Welsher .. ........ ... Tavern 48. loman Grounds 

24. Efferd's Drink .. ... .. .......... .... .. .. .. Inn 49. Palisades 
25. NoroMystico .. ....... .......... .... Healer 50. Encounter random Thorwalian 
26. Grollo .... .. .. ........ ... Weapons/Armor 51. Magistrate's Building 
27. You knock, but nothing happens. Do 52. Waystation 

Attributes, Additional ......................................... 19 
Attributes, Changing ........................................... 18 
Attributes, Decreasing ...... ..... .... ....... .. ... ............. 18 
Attributes, Increasing ....... .... ..... ....... ... .... .......... .. 18 
Attributes, Negative ................. ........ .. ................. 17 
Attributes, New ............................................. 15, 16 
Attributes, Positive .... .. ........ .. ..... ...... ....... ...... ...... 16 

Combat, Inactive Characters ......... ................ .. ... 61 
Computer Fight ................ .... .... ...... .. ............ .. .. ... 64 
Continuing O n ............ ... .... ...................... ..... .... .. 55 
Copper Bits .. ...... .. .. .. ... . .... ......... ...... ....... .... ... .... ... 19 
Courage ... ..... .... .... .... ...... ... ...... .......... .. ...... .... ..... .. 16 
Craftsmanship Skills .............. .. .... .. .. ... ...... .. ..... ... 91 
Creating Characters ............ .............. ... ..... ........ . 14 

you want to break into the house? 53. Stover Stoerrebrandt's 
(Yes or no) 54. New Empire Embassy 

Avarice ... .............. ...... ... ... ... ........ ........ ........ ... ...... 17 Creating Your Party .. .. ....... ...... .. ...... .. .... .. ... .. ...... 12 
Credits ............................ .......... .. ... ............. .... ..... 34 
Crowns, Silver ... ...... .... .. ... .. .. .... .. .... .... .. .... .. .. .. ..... 19 

28. Northwind ...... .. ......... .. .... .. ....... Inn 55. Old Empire Embassy 
29. Hetman Oremo .. ........... .......... . Inn 56. Windmill 
30. Gilded Apple .. .. .. ..... .. .. Inn/Tavern 57. Hjaldingard Tower 
31. Temple of Phex .. .... .. ......... Temple Sl. To Tjoila Ferry Station 
32. Gunn Beornsson ...... .... ..... .. .. Smith S2. To Serske 
33. Ardo Stoerrebrandt-Grassberg SJ. Harbor 

.. .... .. .. ...... ........ .. ...... .. .. ... Chandler S4. To Vaermhag 

Back to Game ........... ...................................... 38, 40 
Backpack .. ..... ....... ..... .. .. ... .. ... ... .... ... ..... ..... ......... .. 31 
Basic Values ............................................... ......... . 22 
Bits, Copper .......................... .... ......... ................... 19 
Blacksmith Shop Options ..... .... ........ ...... .. .. ......... 46 
Body Skills ............ ...... ..... .............. ...... ...... ....... .... 88 
Book a Passage, Harbors ..... .... .. .. .. .. ........ ........... .. 51 
Boron .... ......... .. .......................... ............. ..... ..... 6, 92 
Break Door Down, Dungeon ............ ................... 48 
Buy (Haggle) .... ... ...... .. .. ...... .......... ....................... 41 
Camp ...... ................. ... ........................................... 39 

~~~f.~~:~~:~~::::::::::::: : : : :::: :: : : : : : : : : :::::: : :: : ::::::J~ 
Cast Foramen Spell, Dungeon ................... .. ...... .. 48 
Cast Spell ..... .......................... 33, 39, 40, 57, 63 , 66 
Change Attributes ... ......... ............................. ...... 18 

~~:: ~~~;~~·:::: : ::: : :::::: :: : : :: : : : ::: : :::: : :::::::::: : : : ::: : : ~ 
Changing ATI and PA Values ................... ........ 22 
Character Icon .................... .. ... .................... ....... . 35 
~aracter Review ....................... .. .................... ... 27 
C~acter Review Options .. ........ ...... .... ........... ... 32 
Character, Add .. ... ...... .. ....... ........ ........ .... .... ... .... . 2fJ 
Ch acter, Creating ........... .. ....... ............. .. .. ..... .. 14 
ch!:cter, Drinking ............ ................................ 30 

Ci._ cter, Eating ................ .. .. ..................... ....... 30 
'lill:acte Eq · · 31 Chara r, mppmg ........... ...... ............. .. .......... . 

Character, Erase .............. ............. .. ... ............ 26, 3 7 
~cter, Gaining Levels ......... ... ..... .. .......... .. .. .. 24 
Char;;cter, Let Go .... ...... ........... ... ............... ...... . ·· 2fJ 

Cter, Moving ........ ....................................... 35 

Curing Disease .................................................... 96 
Curing Illness .. .. .... ... ................ ...... .......... ......... .. 94 
Curiousity ..... .... .............. .. ........ ........ ........... ........ 17 

Damage Inflicted .............. ..... .. ........ .............. ...... 61 
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Disclaimer 

Neither Sir-tech Software, Inc., the author(s), distributor(s) orseller(s) of this 
product shall have any liability or responsibility to the purchaser or any other 
person or entity with respect to any liability, loss or damage caused or alleged 
to be caused directly or indirectly by this product, including but not limited to 
an interruption of service, loss of business and anticipatory profits or conse­
quential damages resulting from the use or operation of this product. This 
product will be exchanged if defective in the manufacture, labeling or packag­
ing, but except for such replacement the sale or subsequent use of this program 
material is without warranty or liability. 

Note: This product is copyrighted and all rights are reserved. The distribution 
and sale of this product are intended for the personal use of the original 
purchaser only, and foruse only on the computer system (s) specified herein. 
Renting this product, or duplicating and selling or renting or otherwise 
distributing this product, in any form, is hereby expressly prohibited. 

Epilepsy Warning 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain light 
patterns or backgrounds on a television or computer screen or while playing 
video or computer games may induce an epileptic seizure in these individuals. 
Certain conditions may induce undetected epileptic symptoms even in 
persons who have no history of prior seizures or epilepsy. If you, or anyone 
in your family, has an epileptic condition, consult your physician prfor to 
playing. If you experience any of the following symptoms while playing a video 
or computer game: dizziness, altered vision, eye or muscle twitches, loss of 
awareness, disorientation, any involuntary movement or convulsions, IMME­
DIATELY discontinue use of this product and consult your physician before 
resuming play. 




